Ter neten se 


a 


NTRODUCTION 3 
PIP-BOY 14 
COSTUME DESIGN 17 
~ CREATURES 33 
ROBOTS 45 
WEAPONS 53 


| HARDWARE 61 
| THE WORLD 71 
| STORYBOARDS 91 


© 2008 Bethesda Softworks LLC. All Rights Reserved. 


Fallovi® 3 © 2008 Bethesda Softworks LLC, a ZeniMax Media company. Bethesda Softworks, Bethesda Game Studios, ZeniMox and related logos are registered trademarks or trademarks of ZeniMax Media Inc. in the U.S. und/ar al 
Fallout, Prepare for the Future and related logos are trademarks or registered trademarks of Bethesda Softworks LLC in the U.S. and/or other countries. All Rights Reserved. 


HEART OF ALOUT =o 


_ INTRODUCTION 


Adam Adamowicz, our concept artist, drew a lot of stuff. He managed to 
do this, always with a smile, while Todd, Emil, and myself hemmed and 
hawed over every sketch, usually requesting yet another iteration, This 
alone is quite the achievement, but the real achievement is an extensive 
collection of wonderful designs that capture the spirit of the Fallout 
universe in loving detail. This book's goal is to give the reader a peek at 
a rich collection of artwork that our art team has heen privileged to work 
from during Fallout 3's production. 


Pre-production began with a series of paintings we commissioned 

from Craig Mullins. These were focused on the “big picture,” mainly 
atmosphere and scope...something to provide inspiration for how various 
locations in the world would feel emotionally. Color palettes, sense of 
scale, and density of destruction were the elements we tried to capture 
with these, and the final in-game result is fairly faithful to these concepts. 


The next step was to go down a long list of costumes, creatures, weapons, 
and environments that would need detailed drawings for our mesh 
builders to work off of. Early in the project we spent quite a lot of time 
iterating through a few key designs, such as the Vault suit and Pip-Boy, 
but as fime went on we didn’t have the luxury to do 20 drawings for 
each asset, and the pace picked-up considerably. There isn’t much in the 
game that wasn’t concepted beforehand. Anyone who works with Adam 
will soon come to appreciate the speed at which he can get through a lot 
of material while maintaining a sense of humor and creativity that was 
essential for the world of Fallout 3. Enjoy! 

-Istvan 


ay 


D.C. 


The urbanized area in and around downtown Washington D.C. is a 
key location in Fallout 3. We wanted the player to feel a sense of 
foreboding as he pee a dense concrete jungle of streets and 
alleyways. The palette was kept cool and blue, sky always overcast, 
10 contrast sharply with the stark warm sunlight of the wasteland. 


Given that we were designi ing the aftermath sha ing 
nuclear war, we did a bit of rese a to see just what would be left 
standing after such a hol ahs ines os a So the 
decision was made early on that we would iake some liberties wi 
the level of destruction so that dont interesting “stuf 
still be left standing for ea fo explore. This meant quite 
a few of the structures, although heavily damaged, would sill be 
intact to provide locations for r du ngeons and lg We treated 
a Zones of our world map as a large, ulli-sectioned 
outdoor dungeon, using destroyed buildings itd be of concrete 
ubble and rebar to wall off various zones, or cells, that we would 
interconnect vio underground subway funnels. 


These paintings give a sense of the level of detail we wanted to 
capture, in order to have a realistic sense of destruction and decay 
throughout the city, They provided the world artists a benchn mils 
hit in terms ot realistic object dens asity, something that required a few 
crective tricks in order fo have environments like this run smoothly 
in the game’s engine. 
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10 


WASTELAND 


The antithesis to downtown D.C. is the open wasteland, which 
comprised the vast majority of Fallout’s real estate. The rule is 
bright, wide open spaces instead of the dark claustrophobic streets 
of the city. The challenge was re-envisioning the wastes as they 
would appear on the east coast, instead of the western desert-like 
locales from the previous games. We wanted it to feel similar, but 
look appropriate for the new location. Our version was made up 
of treacherous rocky terrain, with coarse dirt, mud, and burnt tree 
husks littering the landscape. 


There's plenty of dried and dead grass and shrubs, but no healthy 
green plant life to be seen anywhere. It’s very likely that a great 
deal of plant life would return after a few years and probably thrive 
in the real world, no matter how irradiated, but it was an appropriate 
stylistic decision to keep the world dry and brown in order to fit in 
with the classic Fallout aesthetic. 


Even with these atmospheric paintings as a reference, it took time 
for our wasteland to come together in-game. Early on it was far 
foo sparse and barren to be interesting enough from a gameplay 
perspective, with distances too great between the various scattered 
poinis of interest. But as the world art team iterated through 
hundreds of cells by hand, adding many additional details and 
locations, the wasteland quickly became an exciting place fo wander 
and explore. 
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-PIP-BOY 


The Pip-Boy was one of the first three iconic elements we wanted fo 
fail-down in terms of look and feel, the other two being the Vault suit 
and Brotherhood of Steel power armor. This was a good exercise in 
determining the approach we would take for all industrial design in the 
game; a blend of classic 50's aesthetics with a futuristic twist. This is a 
delicate balance; swing too far towards the retro and you end up with 
something campy and unrealistic, but too far with the futurism and 
you risk a generic look. 


After much iteration the design was eventually narrowed down to a 
basic look. Once Adam's drawings all start looking too similar we know 
we've honed in on the most likely design. The overall design isn’t 

too over-styled, as this is meant as a tough piece of field equipment. 
The device clamps on the user’s arm, fastened via bolts (which implies 
that it doesn’t come off very often). It prominently features a bulky 
mini-CRT display, hooded to prevent glare from the hot wasteland sun. 
There are various buttons and knobs, slightly oversized fo facilitate 
handling with o gloved hand. The grill indicates that the circuitry 
within con get pretty hot, and proper ventilation is required. Also note 
the gloved hand with a control-box mounted on the back, it has 
large knob and coiled wire connecting with the main unit. That knob is 
the primary controller for the user to manipulate the on-screen cursor. 
ifs only years later that | realized we should have put the knobs and 
control on the right side of the screen as opposed to the left, this would 
have been considerably more ergonomic. Oh well, ergonomics were 
never a priority in design for this era. 
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OSTUME DESIGN 


jigning the various outfits and armors for the world’s inhabitants was 
llenging. Early on we made the decision to have all apparel be one- 
ce suits, with only the headgear being a separate object. This allowed 
am considerable freedom to come up with some creative designs that 
uld otherwise be impossible if we had to make sure all boots, pants, 
Wves, shirts, and coats would be fully interchangeable. Modularity, 
hile fun for the player, can sometimes he an artist's nightmare. 


e Brotherhood of Steel power armor was the first costume to be 
signed, and it was done entirely in 3D, skipping the concept art stage. 
his was an important piece to get right, as if had to feel true to the 
iginal, yet freshened and updated for this game’s unique aesthetic. 
he other critical costume was the Vault suit, which Adam did more 


etches for than any other design, as it also had to be just right. We've 
icluded just a sampling of this costume’s many iterations. 


(hen it came time to do the many different surface dweller costumes, 

ich as wastelanders, raiders, slavers, merchants, etc, we sought fo 

ombine prewar style clothing elements with the scavenged remains of 
just about any object a person might find scattered about the wasteland, 
Most of the survivors are opportunists that will make do with whatever 
is handy, and this resulted in some very interesting and original clothing 
combinations. I'm proud of just how many of these crazier designs 
made it into the game with very litfle compromise. 
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REATURES 

im’s approach to designing a creature is to start with its personality. 
m the player's perspective, in the midst of an intense batile as he 
ds-off slashing 10-inch claws with a tiny 10mm pistol, the personality 
iy not be the most critical element in determining how best to kill or 
be Killed. Yet it’s this thoughtful process of determining a beast’s 
gins, evolutionary path, maybe hopes and dreams, that results in a 
wincing design that is a cut or two above “generic monster.” 


iny of Fallout’s creatures fall into the category of mutation by 

tiation, a broad category that hos many subtle variations. Mutated by 

V, in the case of a Super Mutant, By far too much extensive exposure 
jation, such is the plight of the Ghouls, Or just really bad skin from 


, Well, hanging out outside foo much, as seems to be the case with 
{ everybody in this world. Our texture artists had on interesting 
ime painting these subtle variations, 


re have been many creature designs in many movies and games, 
ind staying fresh and original with our particular menagerie was 
quite challenging at times. Luckily, the previous games offered a 
reat deal of good genetic material to work from, and having the 


opportunity to try and update these classic designs was a real treat for 


the art team. And yes, Mirelurks are heavily mutated blue crabs. We 
are in Maryland, afterall. These guys capture the B-movie “guy-in-a- 
monster-suit” spirit beautifully. 


A few of these sketches were for creatures that never quite made it into 
the game. Can you guess which ones? 


CREATURES 
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WEAPONS 


tf wasn’t long into the project before { heard rumblings amongst 
producers cursing the number of playable weapons we had to build for 
this game. There are quite a few, and the amount of work that goes 
info getting a weapon built, animated, and programmed is substantial, 
comparable to the amount of development overhead a new creature 
model requires. 


On the other hand, the effort was certainly worth it. The amount of 
variety in the weapons, both in terms of design and functionality, is 
very entertaining and makes the player's discovery of a new example 
amemorable experience. The design process for these varied greatly 
depending on the nature of the weapon. The more mundane designs, 
either real-world, or intended to feel like real-world, such as an assautt 
rifle or shotgun, were designed by combining interesting elements from 
various existing guns info a new whole that felt slightly familiar but 
original at the same time. 


When it came to the build-your-own and other exotic weapons, we went 
crazy. Physical plausibility may seem to take a backseat to some of 
these ideas, but the player must suspend belief and put himself in the 
mindset of a culture that imagined mini-nuclear reactors and ray guns 
as real possibilities in the near future. That being said, Adam was intent 
on making sure every weapon design, no matter how outlandish, looked 
authentic and mechanically sound. 
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WEAPONS 
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HARDWARE 


Inspiration for much of the various hits of technology in Fallout 3 came 
from both commercial product design and military industrial design of 
the 1950's to early 1960's. Elements from items such as old portable 
jelevision sets and army field radios were studied and incorporated in 
some fashion along the way. We offen try fo achieve careful balance 
of realism, future-retro-style, and practicality in the objects that people 
would interact with in the world. In terms of realism, is not an essential 
factor, but a sense of believability within the rules as defined in the 
Fallout universe is important. 


Technology in the world of Fallout 3 is somewhat paradoxical in that its 
incredibly advanced in some ways, and downright primitive in others. 
Certain technological advancements that we toke for granted in our own 
history either did not occur, or developed along a very different path. 
One element that has advanced to an incredible degree is the use of 
miniature fission reactors in a variety of applications. Inspired by the 
futuristic 1957 Ford Nucleon concept car, the idea of everyday vehicles 
powered by a micro nuclear reactor in the trunk is fully realized in the 
Fallout universe. Of course, hundreds of years after the wor the country 
is full of automobiles with unstoble reactors that are way overdue for 
service and replacement, but this makes for the entertaining blowing-up 
of what would otherwise be unremarkable background art. 


THE ART OF FALLOUT 3 


TEARDROP 


HARDWARE 63 


ln 


“ 
ahnps car Yo’pemp | 


Pre me Mighuagp ar Brice Caegas) 


a 


64 — THE ART OF FALLOUT 3° 


Cor OPERATED 


CALL.OULT SHELTER 
, sett 
Etech Changs Fitig £ 
Posen tial ¢ 
& enace 


copon. 
“Mumble Onig.sm od, 
ae pobt Launcher 


HARDWARE 


(_ i 


Iycroh lo. Reader 
Move. 
| Come 


sictonsroronn Siisiuisals een 


66 ‘THE ART OF FALLOUT 3 


(2 hang (4 
phi MS: 
anneyera, fel 


y u 


67 


68 


THE ART OF FALLOUT 3 


Tranquildglane 7. UV. Lan Lou Gere 
bread fas as une pox 
Pinner 


Desert 
é” 


My Moibsalionfferminal @ 
; Val Jide. 


HARDWARE 69 


F FALLOUT 3 


HE ART 0 


T 


THE WORLD 


This section covers Fallout's various environments and locations, and the 
many structures that appear throughout. Although if takes a good deal 
of trekking through the world fo see it all, there's quite a bit of variety in 
ihe environments. At one extreme we have the classic post-apocolyptic 
rusty, ramshackle town (but with a twist) in Megaton. And at the other 
are the vaguely Orwellion, massive steel and concrete government 
buildings in downtown D.C, or af least what's left of them. There's a 
decent variety in architectural styles, a blend of Googie from the 50's 
and 60's with some 40's-era art deco thrown-in for good measure. And 
jo ground it all with a strong sense of past as-we-know-it, the neoclassic 
buildings that pervade the heart of the Capital 


Given the scale of the game world and limited res 

resort to building limited sets of buildings 

then mix about when building-out the game's locations. You' ) 
a variety of these structures, some of which in game, but by no 
means a comprehensive list. Architecture is something that although we 
do plenty of designs for, offen it’s left to the mesh-builder to work-out the 
exac! implementation as needed. 


There's a selection of interior environments consisting of standard 
dungeon types, such as the metro system (pictured here) and abandoned 
Vaults, as well as the cluttered homes of surface dwellers. All of these 
cireas are a combination of the past, hints at the culture and society 
before the war, with a layer of years of decay and grime, and a final 
topping of the current struggles of desperate survivors trying to make a 
home for themselves, be they human or not. 


THE WORLD 
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1 whole lot that we needed to storyboard for this game. 
Other ol the intro movie and ending sequence, there aren't many 
“Gnematic’ sequences that play out in a linear manner that would call for 
such det ner planning. Included here are two key storyboards, however, 
that were absolutely critical. First is the intro movie that’s shown when 
you star! a new game. The first a of this movie, the portion up to the 
Brotherhood soldier reveal, was the first bit of foot tage, of any game 
content in fact, o be revealed to the public at large. This put a lot of 
pressure on us io make a good first impression. We wanted to do a new, 
but familiar twist on the intro movie from the first game, and the radio in 
the bus pull-back sequence was the result. 


Although we didn’t have cinematics in the game, the reality is that we 
actually have quite a few, but here dyr vamically e executed whenever 
you use the game's V.A.TS. mechanic (Vouk i-Tec Assisted Targeting 
System). The basic design for the system was to have a context- 
sensifive camera playback of the sleeps ed combat 


Included here is the original storyboard for how we envisioned this 


I 


camera a 1¢é playing-out. And I'm pleased to note that the final 
resulin' he game, a bes w years later, is really not so far off these 
initial sok hes, at least in spirit. 


pages has made 
1 festament to the 
cl vision and quality of f the co cept work done from pre-production 
io the closing days ofa ilpha. | hope you've enjoyed this pocket-sized tour 
af the art of Fallout 3. 
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1. Fade in from black 2. Close up of radio innards 


3. Dangling dashboard filament heats up. 


_SFX: Baz222t So! g tarts. 4 


5.Pan up to singed ornament ruffled by hot breeze 
through busted windshield. 


or q 


6. Back up to reveal vintage public bus front. 


7. Continue backing up to reveal further ruin 
gusts blow debris through bus as song continues. 
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8.pan back, bus adverts, propaganda. dashboard 
light still visible 


9.further destruction, antiquated personal effects 
litter floor (Titanic wreck discovery) 


10. Exit bus, city reveal, song continues but is 
distorted by ambient wind sounds. Debris blows by 


11. 


in Fallout 3 universe. Music dopplers, distorts. 
Monument prominent in bkgrnd with light like bus. 


i2. Lefthand side dominated by Brotherhood soldier 
as silhouette. Light on monument and bus fade as 
does music. 


13.reveal Brotherhood of Steel figure, 
SFX: Harsh helmet radio transmission 
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ILLUSTRATION 
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